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EXECUTIVE SUMMARY 
In month 46 of the RAGE project (Milestone 20) up to six case studies on RAGE games and 
components will become available through the Eco-system portal. This deliverable D7.6 defines 
the requirements and ingredients to be used to enrich each case study with both quantitative 
and qualitative business case data, with a strong analytic focus on costs and benefits. Hence, 
this deliverable supports the coordination of information gathering to be undertaken by RAGE´s 
game studios, component developers and educators over the coming months.   
 
The ultimate goal is to publish for each game a compelling business case on the Eco-system 
portal, a case that is relevant and inspiring as an exemplar for both component developers and 
component users, to support further uptake and ensure impact on the game industry. This will 
ensure the long-term sustainability of the RAGE project outputs beyond the current funded term 
of the project.  
 
In the current deliverable we define the meaning of and elaborate on the need for a business 
case for the asset-based, or as we make the distinction in the document, component-based 
development approach to the production of (primarily) Applied Games. 
 
We highlight the potential and benefits of a dynamic component-based development for both 
creators and consumers of RAGE components and of the potential benefits and efficiencies for 
developers with a specific (be it not exclusive) focus on the established Leisure Game industry 
in adopting a component-based development approach.  
 
Furthermore, this deliverable presents a schedule of activities to be undertaken by RAGE 
partners to elaborate the case studies and associated financial schemas. External parties, e.g. 
from the leisure games industry will be contacted for further consultation and feedback.  
 
This deliverable should be considered in conjunction with the RAGE project exploitation plan 
(D9.3), which elaborates on the operational deployment of the Eco-system Business Model 
 
The primary audience for this document is internal, including the Executive Management Board 
(EMB) of the RAGE project.  
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INTRODUCTION 
 
The purpose of this deliverable is to define the requirements and activities needed for meeting 
milestone 20 of the project to make available through the Eco-system six case studies on RAGE 
games and components portal by month 46. It is worth noting that as a result of consultation 
with Industry the term assets will be replaced with components in this deliverable 
which is structured to inform the development of the Eco-system from a marketing perspective 
in developing a compelling business case for developers who may be considering using the 
RAGE components in Applied Games. 
 
1.1 Defining the term Business Case. 
 
In this context It is worth defining what we understand by the term “business case”.  
 
The sole purpose of any business case is that of a communication tool, designed and 
composed in a language that stakeholders, in the RAGE project case Applied Games and 
Leisure Games developers, engage with and are able to understand. The case should present 
enough detail of a value proposition in order to stimulate a decision from the target group or 
stakeholder. 
 
A strong “business case” for component usage is critical to ensure the sustainability of the 
RAGE Ecosystem post -project. Our consultations with industry have informed us that the 
strength of the business proposition of RAGE is entirely dependent on the quality and strength 
of the assets available through the Eco-system and the business case is predicated on this 
assumption.  
 
Component based business cases are often equated to production “efficiencies” however such 
a reduction would miss several important criteria that developers themselves must satisfy if they 
and their products are to become sustainable. In the RAGE component business case we will 
aim to capture the quantifiable and indeed the unquantifiable characteristics of the approach. 
 
Furthermore, the document will aim to highlight significant opportunities afforded by the 
approach and these will be elaborated in the proposed business model presented and 
incorporate information to address, in part, two of the concrete recommendations made by the 
review evaluation panel in the projects second review namely: 
 
 R1.1) Provide information about which combinations/orchestrations of software 
components and bundles are useful. What are the lessons learned from 
evaluation round 1 and round 2 with the enhanced games/pilots providing 
specific combinations of software components? 
 
 R1.2) Provide information about the cost-benefit ratio of individual software 
components and bundles. How much effort is the (technical, organizational) 
integration of the components into existing infrastructures and procedures? 
What is the (pedagogic) benefit of the usage of components/bundles/games 
compared to other provided learning instruments? 
 
A business case for each of the components should be consistent with the project vision 
and be supported by demonstrable increases in Value or Benefits, these may include the 
aforementioned savings in production cost and efficiency savings but will also include enhanced 
technical and pedagogical affordances that provide potential value propositions for new 
customers, new markets or new products and services. The Goal, or functionality, of the asset 
should be defined and critically the Problem the component addresses clearly elaborated. This 
could be a technical problem such as data exchange interoperability or a pedagogic problem for 
example the provision of formative assessment and feedback. Where appropriate and 
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applicable detailed explanation of where Components have underpinned development, 
Strategy could be provided. 
 
 
 
 
 
1.1.1 Vision  
 
The RAGE (component) vision is to develop enrich and transform advanced technologies 
through the application of inspirational components that facilitate game development easier, 
faster and more cost effectively. 
 
1.1.2 Value and Benefits  
 
The RAGE components are interoperable and benefit from years of development, robust 
testing, technical and pedagogical evaluation and technical support. The components offer 
consumers trusted cost effective functionality to enhance (Applied) Games. The components 
offer contributors the potential to enhance their reputation and/ or monetise their components. 
 
1.1.3 Goal  
 
The goal of the RAGE Business cases and case studies to be completed later this year is to 
engage the Leisure and Applied Game development industry with the Eco-system. As 
highlighted in the previous deliverable commercial developers be they developers of Leisure or 
Applied Games are comfortable with the concept of using assets, or components, within their 
production processes. The use of components should aim to improve quality, save costs, 
generate revenue, align to strategy and improve service. 
 
Our ongoing consultations with Industry have served to highlight several key advantages in 
adopting component-based development. These are integral elements of developing a broad 
business case for use. 
 
1. Not “re-inventing” the wheel. 
2. Mitigating the need to stress test components. 
3. Mitigating the need to technically support the component elements of games. 
4. Mitigating the need to “troubleshoot” components. 
5. Added Game benefits at a reduced cost. 
 
1.2 The Industry Stakeholder Groups. 
 
As highlighted within previous deliverables provided by workpackage 7 over the duration of the 
project the RAGE project team has consulted with representative academic and industrial 
stakeholder groups. 
 
This consultation has contributed to the refinement of the Eco-system concept and underpinning 
the technical development of the Eco-system portal. Further consultation with Industry 
stakeholder groups will be synchronised with the exploitation preparations detailed in 
workpackage 9. 
 
1.2.1 The Character of Components. 
 
Key considerations highlighted during the consultation activities to be incorporated within the 
business case for components. 
 
[RAGE Asset-based business case]                    
WP7-D7.6                                              RAGE                                    Page 8 of 16 
 The components should be “industrial” strength.  
 The components should be easily integrated. 
 The component should be supported with commercial integration case studies. 
 The component should be accompanied by a demonstrator video. 
 The components should be supported by comprehensive technical integration 
documents. 
 The component business model should be simple to administrate, single payment as 
opposed to complicated and restrictive royalty payments. 
 The component should be provided with technical support.  
 The component should be unique. 
 The components should be validated. 
 
1.3 RAGE Web Based Resource(s). 
 
The current Web-based resources are not specifically dedicated to the Leisure industry, 
however, the information provided therein will form the basis of the planned Leisure Industry 
dedicated resource accessed via the Eco-system portal. 
 
The web-based resources currently available are located and accessed via the two sites. Firstly, 
the RAGE project website http://rageproject.eu under the section detailed as “Exemplary game 
components and tools inventory” and secondly the rage ecosystem portal located at the 
gamecomponents.eu. website with a view and plan to migrate all content to the Eco-system 
portal site over the coming months.  
 
These resources will be enhanced to form an elaborated business case with the planned 
inclusion of a number of practical application case studies the details of which are provided in 
the appropriate section within this document. It is anticipated that a business case “tool” will be 
developed to allow potential users to calculate the comparative potential benefit of component 
use with conventional bespoke feature development. 
 
1.3.1 The Location of the current business case resources  
 
The web-based resources that will form the basis of the business case for component use are 
currently in two locations; on the RAGE project web site and the Eco-system portal. 
 
The information resource, presented in the three examples below is available to developers, 
both Applied and those from the Leisure Games Industries, interested in engaging with the 
project and in using the available components is now available at gamecomponents.eu. 
and consists of the following: 
 
 Introductory video. 
 
And the following text-based Resource: (Value Proposition) 
 
 Main Benefits for Game Studios. 
 Main Features for Games Developers Designers. 
 Main features for Game Customers and Users. 
 Creator 
 Further Information 
 Contact button to request further information 
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1.3.2 Examplary resources describing RAGE Components 
 
 
It is essential that the Business Case and supporting Case Studies are consistent with and 
incorporated into the existing RAGE marketing materials. 
 
In this context herein provided is an exemplar of the resources currently available in support of 
the business case for component-based development. 
 
 
Exemplar of Social Gamification Components. 
 
Information relating to the use of the social gamification components available on the RAGE 
Eco-System portal. 
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Information available relating to the use of social gamification assets available from the RAGE 
project website (to be migrated to the RAGE Eco-system portal). 
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CASE STUDY DEVELOPMENT  
 
Over the duration of project, the RAGE partners will produce a number of case studies of the 
use of assets (Milestone 20). These case studies will be made available through the Eco-
system portal by month 46 of the project. 
 
It is our plan that the case studies will be provided as exemplars in support of the business case 
for the use of assets. 
 
Each of the RAGE project game development partners will be required to produce in 
conjunction with the component developer a case study for at least a minimum of one of the 
integrated components within their game. The aim of these case studies will be to provide a 
detailed study, evaluation and analysis of the component including an estimation of the costs, 
benefits and Return on Investment (ROI). 
 
It is of benefit that the timing of the delivery of the case studies (month 46) allows the RAGE 
project to capture the accurate reflections of users of the components in the context of real 
deployment, as opposed to hypothetical scenarios. 
 
 
1.4 Pre-Market Intelligence 
 
The business case for the use of these components is equally well elaborated within the 
development community. Some of the most popular sites for asset sales and acquisition: 
 
 GameDev Market: A marketplace that includes 2D sprites, 3D models, GUI, music, and 
sound effects, along with a community forum that connects asset publishers with game 
developers allowing you to know what most of the buyers are looking. 
 
Business Case Emphasis: Powerful Creation, Quality, Proven Results, 
Comprehensive and workflow models, cross platform support 
 
 TurboSquid: A marketplace specifically for 3 dimensional models. Includes high quality 
and professional models.  
 
Business Case Emphasis: High Quality professional, validated 3 dimensional 
models. 
 
 Unity Asset Store: The official Unity marketplace including all types of assets: 2D/3D 
models, GUI elements, sound effects, music, and everything related to Unity, such as 
scripting assets, shaders, animations, particle effects, and even complete Unity 
projects. 
 
Business Case Emphasis: Creation and success, Quality, Proven Results. 
Exemplars. 
 
 Unreal Engine Marketplace: The official Unreal Engine marketplace, including all types 
of assets along with ones related to Unreal Engine only, much like the Unity Asset 
Store. 
 
Business Case Emphasis: Creation, Quality, Support, Transaction Security 
 
1.5 Elements of the Cost Benefit Analysis 
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The Business Case for Consumers of Components (Tangible Benefits): 
 
 Research. 
 
The cost in studio development time of conducting supporting research prior to commencing 
work on the features of a component or Applied Game. 
 
 Concept Development.  
 
The cost in studio time Applied game conceptual development notwithstanding studios 
possessing the internal capacity and skill set to undertake this activity. 
 
 Technical scoping and specification. 
 
The cost in studio time of preparing specification, scoping and project Management in 
developing the feature or component. 
 
 Pedagogic scoping and purpose. 
 
The cost in studio time of pedagogic or design of the function (of the asset) notwithstanding 
the studios internal capacity and skill set in Learning design or the associated costs in out 
sourcing this activity. 
 
 Software and Technical Development costs. 
 
The cost in studio time in technically developing the required functions in custom code or in 
building a component to undertake the functions required. 
 
 Software Testing and Evaluation costs. 
 
The costs in internal and external user testing and evaluation of the component or code 
functionality. 
 
 Ongoing Software technical support and version control. 
 
The cost of providing ongoing support of the component function.  
 
 The cost of quality assurance. 
 
The cost in studio time of internal quality procedures and of technical and pedagogic 
validation of components. 
 
 
The Business Case for Consumers of Components (Intangible Benefits): 
 
 Implementation technical case studies including Frequently Asked Questions (FAQ). 
 Implementation pedagogic case studies including FAQ. 
 Access to the RAGE component community on inquiry/practice. 
 Implementation Exemplars. 
 
The Business Case for the Creators of Components. (Tangible Benefits): 
 
 Monetise components developed. 
 Create revenue streams for additional asset integration support services. 
 Create revenue streams for additional Applied Game Development consultancy 
services. 
 Access to a community of motivated purchasers of Applied Games components. 
 Access to easy to use and established e-commerce system via the Eco-system portal. 
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 Access to easy to use and established e-commerce system via the Eco-system portal. 
 
 
The Business Case for the Creators of Components. (Intangible Benefits): 
 
 Access to contemporary research on component based Applied Game Development. 
 Access to an active RAGE community of Inquiry/practice. 
 Access to an active community of like-minded and (not so like) component developers. 
 
 
1.6 The RAGE Asset Based Business Case Studies 
 
The RAGE assets-based business cases from each of the internal game developers are 
scheduled for delivery in month 46 of the project (Milestone 20) at which point the case studies 
and support will be available exclusively through the Eco-system portal. 
 
Informed by further activities and consultation these case studies will include a cost benefit 
analysis of the application of RAGE components in real game development environments. Also, 
the intangible elements cf. section 1.5 will be included. 
 
1.7 Schedule of activities toward milestone 20 
 
In this section of the document we outline the actions and activities that will be undertaken over 
the coming months to ensure that a comprehensive business case supported by detailed asset 
use case studies is produced. 
 
Milestone 20 as defined in the Description of Action in the Grant Agreement: 
 
“MS 20 RAGE assets-based business cases – UOB – Month 46 (November 2018) Cases 
and support available in the Eco-system.” 
 
 
 
 
 
 
 
 
 
 
 
 
 
Date Description of Activity Contribution Completion  
M40  Coordination of activities with WP9  
 
It is essential that activities are coordinated with the 
associated RAGE workpackage WP9 specifically in 
dissemination exploitation and marketing in this respect 
monthly meetings will occur with the corresponding 
workpackage leader. 
 
WP9 and WP7 M46 
M40 Define Scope and format of Cost Benefit Analysis (CBA) 
 
Using the baseline criteria detailed in this deliverable the 
scope and format of the Cost Benefit Analysis documents will 
be developed in partnership with WP9 (& WP8 Evaluation and 
WP7, WP8 and 
WP9 and RAGE 
Game 
development 
partners 
M43 
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analysis tools) and in consultation with RAGE industry 
Partners: Playgen, Gameware, Nurogames and BP Media. 
Criteria: Elaborate both the tangible and intangible benefits. 
 
M40 Define and Scope the final format of case studies 
 
Using the baseline criteria detailed in this document the scope 
and format of the case studies to be undertaken with RAGE 
Game development and Asset development partners. 
 
WP7 and WP9 
and RAGE Game 
and Asset 
development 
partners 
M43 
M43 Complete Cost Benefit Analysis (CBA)  
 
Complete the Cost benefit Analysis document using a 
minimum of six components or packages of components as a 
baseline. The CBA will consider both individual and 
combinations of Assets. The CBA will combine both qualitative 
and quantitative data including demonstrable efficiencies and 
include developer testimonials. 
 
WP7 and WP9 
and RAGE Game 
and Asset 
development 
partners 
M46 
M43 Complete Component Case Studies 
 
Complete the Component case studies in a scope and format 
agreed by M43. The case studies will be provided as 
additional marketing resources to include complete CBA and 
short videos. The case studies will be added to the Eco-
system portal. 
 
WP7 and WP9 
and RAGE Game 
and Asset 
development 
partners 
M46 
M40 External Consultation and Dissemination Activities 
 
 PlayLearn (July 2018) 
Academic consultation on “pedagogic affordances” of 
component-based development to stimulate uptake of 
GBL in formal educational settings. 
 Gamescom (August 2018) 
RAGE will be represented at the industry conference and 
consultation, specifically with the Leisure Games industry, 
to test and validate the CBA and case study formats. We 
will aim to consult with at least eight companies in 
attendance at the conference. 
 European Computer Games Based Learning  
(October 2018) 
RAGE will be represented and disseminate the business 
case and case studies to delegates attending this annual 
Applied Games conference. 
 Games and Learning Association (GALA) 
(December 2018)  
RAGE will be represented and disseminate the business 
case and case studies to delegates attending the GALA 
conference. 
 
WP9  M48 to 
continue 
Post Project 
M40 Outputs 
 
 Six separate case studies to be completed by M46. 
 A detailed Cost Benefit Analysis resource available on 
the Eco-system portal by M46. 
 Publication of the six case studies on the RAGE portal 
through an attractive format and mediamix, including 
“component fact sheets” with facts and figures for 
WP7 M46 
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each case study, short messages and video-recorded 
developer testimonials. 
 
 
Table 1 Description of Activities  
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